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Mr. Scribbles

Rog/Mas/4,Sor/Wil/2
CLASS & LEVEL

Gnome/Forest Ghome

Far Traveler
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PASSIVE WISDOM (PERCEPTION)
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Common, Undercommon, Halfling

WeaponSimple, Crossbow hand, Longsword,
Rapier, Shortsword

Armor.Light

Tools. Disguise kit, Jewelers tools, Playing
card set, Land, Forgery kit, Lute, Thieves

OTHER PROFICIENCIES & LANGUAGES

Languages.Gnomish, Elvish, Abyssal, Celestig [

EQUIPMENT

cant understands such messages. It takes four times longer
to convey such a message than it does to speak the same
idea plainly. In addition, you understand a set of secret
signs and symbols used to convey short, simple messages,
such as whether an area is dangerous or the territory of a
thieves' guild, whether loot is nearby, or whether the

people in an area are easy marks or will provide a safe
house for thieves on the run.

Cunning Action. Your quick thinking and agility allow you to
move and act quickly. You can take a bonus action on each
of your turns in combat. This action can be used only to

take the Dash, Disengage, or Hide action.

Master of Intrigue. See Sword Coast Adventurer's Guide fq
details.

Master of Tactics.  See Sword Coast Adventurer's Guide for|
details.

Wild Magic Surge. See the Players Handbook for details.

Tides of Chaos. See the Players Handbook for details.
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97 years 5' 110 Pounds
; AGE HEIGHT WEIGHT
Mr. Scribbles
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A gnome who found Hyperion and tried to sell ;
as a valuable gem, not realizing that Hyperion
fully alive. Dr Scribbles is mentally deranged
and quick to a joke, generally beloved by all. Hg
is a fiendish trickster that would sell his
mothers soul for a cup of soup. Hyperion
constantly struggles to gain his father figure's
recognition. Often followed by an unseen servgft
who is a rat born of Mr. Scribbles insanity. Alsd
has a few mechanical servants designed to ge
home if he forgets where home is.
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Flexible Casting.  You can use your sorcery points to gain
additional spell slots, or sacrifice spell slots to gain
additional sorcery points. You learn other ways to use

your sorcery points as you reach higher levels. Creating
Spell Slots. You can transform unexpended sorcery points
into one spell slot as a bonus action on your turn. The
Creating Spell Slots table shows the cost of creating a

spell slot of a given level. You can create spell slots no
higher in level than 5th. Any spell slot you create with

this feature vanishes when you finish a long rest.
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Minor Illusion

Spare the Dying

Vicious Mockery
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o Find Familiar

o Unseen Servant
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